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GETTING READY TO PLAY 


ALWAYS MAKE SURE THE CGLECQVISlQN* OR ADAM'" IS TURNED 
OFF BEFORE REMOVING OR INSERTING A CARTRIDGE, 

One-Player Game: Plug the hand controller into Port 1. 

Choosing Your Challenge 

Press the Cartridge Reset Button, The Title Screen appears on your TV or 
monitor. Wait for the Option Screen to appear. Then choose which option you 
want to play by pressing the matching Keypad Button . If you're playing the Flight 
Lieutenant option, the Pilot Screen wiN appear. If youYa playing the' Squadron 
Leader option, the Intelligence Report will appear, You're ready to start your 
mission. Good luck. 

There are no skill levels in The Dam Busts ns; however you can choose be¬ 
tween two different play options,: 

• Flight Lieutenant (Option 1)i Your mission starts over the English Chan¬ 
nel. This is a good starting level and is recommended to players who do 
not have experience using a flight simulator or playing military simulation 
games. Run a lew missions as a Flight Ue-utenani to get (he feel of the con¬ 
trols before trying the Squadron Loader option, 

• Squad non Leader (Optic n 2): 'fyu r mission starts with a take off from Scamp- 
ton Airfield. The Squadron Leader option is a more dangerous mission and 
requires more skill rn game play. At the beginning of your mission, you'll 
receive an Intelligence Report from which you can plan your strategy. The 
Intelligence Report can include any of the following; 

Radar Activity; Indreatss whether enemy motile radar installations have boon 
moved and if the map for that area is incorrect. 

wight Fighter Activity; Indicates the probability of encountering enemy niqht 
fighters, 

Bombing Raid; Indicates that a large-scale night operation is taking place 
over a specified city. That area should he avoided as all arr and ground 
defenses have been mobilized. 

Flak Concentration: Jf the fJak guns are warned by radar of your approach, 
you come under heavy attack. Since the flak guns were often moved Iram 
one area to anolher by rail, it's important to change your flight plan for each 
mission. 
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t;i king Off: II you "re playing the Squadron Leader Option, you star! the mis¬ 
sion by taking off inom Scampton Airfield. 

to t ko off: Set Ihe flaps down and give engines lull throttles and half boost. 
Press Keypad Bolton 1 to switch to Ihe Pitot's semen. Wail for your airspeed 
to build up. (Your Airspeed Indicator will flash when ready.} After a short lime, 
you'll be ablo to lift the tail by pressing the Control Stick up. Lifl the taif seel ion 
untff the horizon is two-thirds down from the top of the screen. Don't lift the 
tail loo high or you'll crash. 

When the plane's altimeter shows an increase, the plane is taking off. Adjust 
the pitch (up and down motion) to level oft at a constant altitude. (Perforin this 
maneuver quickly to avoid stalling the plane.) Retract lha landing gear and Ihe 
flaps to increase airspeed. Lower ihe throttles and boosters as quickly as 
possible altar take off 10 avoid over-rewlng the engine. Press Ihe Control Slick 
down to start increasing altitude and you'no off! 


USING YOUR CONTROLS 

Keypad Buttons: 

Pressing Keypad Buttons 1-7 allows you to choose the crew position you want 
during game play, 


Keypad Button 
1 = Pilot 


Keypad Button 
4 - Bomb Aimer 


<%=> Keypad Button 
t=z=c vjd 2 = Front Gunner 



Keypad Button 
5 k Navigator 


i=£ Keypad Button 
3 = Tail Gunner 


Keypad Dutlon 
Vjjy 6 ■ First Engineer 



Keypad Button? - Second Engineer 
(Squadron Leader only) 


When a crew position needs your attention, its number will flash at the bottom 
Of your screen, Press the matching keypad button to switch to lhat craw position. 

At the end of a mission, press Keypad Button * to return to the Option Screen; 
pres? Keypad Button # to replay Ihe same option. 
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Side Buttons: 

The use of the Side Buttons is explained throughout the How-To-Play section 
of this guide. 

Control Stick: 

The use of the Control Slick is explained throughout the How-To-Play section 
of this guide. 


HERE’S HOW TO PLAY 


The Time: Early Spring, 1943 

The Mission: Bombing a dam deep inside Nazi Germany. If the mission is suc¬ 
cessful, several important power sources for the Reich will be destroyed and 
river traffic In the Ruhr Valley will come to a virtual standstill. An added bonus: 
The propaganda value of a successful mission will allow the Allies and the 
Underground to spread rumors about epidemics resulting from the flooding, 
water shortages and less of firefighting capabilities. 

The Plane: Lancaster B.MK l/lll (The Dambustar). 

The 3on>i: A cylinder 60 inches long; 50 inches rn diameter; 3/0-inch thick 
steel, weighing 2650 pounds and carrying 6600 pounds of Torpex underwater 
expiosive. 

The Crew: You’ve been selected to fly the mission. Its success or failure and 
possibly Ihe outcome of the war Is in your hands. 


PILOT: Press Keypad Button I and Ihe Pilot's screen will appear. The 
Pilot screen controls the direction of Ihe aircraft: left, right, up, down. 
The Control Stick simulates the joystick in the Lancaster Pressing 
the Control Stick down (toward you) makes Ihe plana go up, pressing the Con¬ 
trol Slick up (away from you) makes Ihe plane go down. Pressing the Control 
Stick left nr right makes Ihe plane move in lho selected direciion. 

The Pilot's screen also contains a view of the honzon lights, enemy barrage 
balloons, searchlights and Me 109 night fighters. (A similar view also appears 
in the Front and Tail Gunners’ screens). 
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Several Instruments are also displayed on Ihe Pilot's screen. The left side of 
the Pilot's screen contains (lie altimeter which measures how far the aircraft 
is off the ground. The altimeter shows two indicators. The smaller indicator 
measures altitude in 200-fooi increment while Ihe larger indicator measures 
altitude in 10-foot increments. When you seethe intercom at the bollom of your 
screen blinking a numeral 1, it means you are flying too high. Drop your altitude 
to below 1000 lest. 


HORIZON R AH Ft AGE SEARCH ME 109 MIGHT 

UQHTS BALLOON LIGHT FIGHTER 


F—I SAJ-L A |X|TU M 
■- 1 2DWE 



ALTIMETER COMPASS INTERCOM ARTIFICIAL 
HEADING HORIZON 


AIHSPEED 


The second instrument from the toll is the Directional Compass far the aircraft. 
Jt shows you what direction the plane is heading in relation to magnetic North. 
The small red marker that moves on top of the compass is the direction the 
navigator has set (see NAVIGATOR), 

The next instrument is the Artificial Horizon indicator which shows what direc¬ 
tion tho □ ire raft is turning. This insirumenl is useful tor nigh! Hying. 

The Airspeed Indicator, on the far right, shows you how fa si the plane is flying 
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f—i Front Gunner: Fress Keypad Button 2 and the Front Gunner screen 

will appear. The Front Gunner sees what is ahead of the pfcane and 

_controls the twin 303 calibre F.N.5 machine guns by guiding the cross 

hairs with the Control Stick and pressing the Left Side Button. The guns fire 
20 rounds per second. Every fourth round fired from the guns is a tracer bullet 
which "glows" as it moves away from the plane to help determine direction and 
target. 
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Tail Gunner: Press Keypad Button 3 and the Tail Gunner screen will 
appear, The Tail Gunner sees what is behind the plane and controls 
four F.N. 20 303 calibre machine guns, two mounted on each side of 
the turret The guns are controlled in the same way as Those of the Front Gunner. 


Bomb Aimeri Press Keypad Button 4 and the Bomb Aimer screen will 
appear, Use the Bomb Aimer scrapn only on the dam approach. The 
instruments at the bottom of the screen are the Bomb Rotation switch 
Aircraft Altitude Spotlight switch. 

To select a switch, move the Control Stick left or right, A black control dot ap¬ 
pears under the selected switch. Press the Left Side Button to gel control of 
the selected switch, With tha Left Side Button held In, press the Control Slick 
down to turn the switch on or up to turn it off. Release the Left Side Button 
to release the control of tha switch. 
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When the Spotlight switch is on and the altitude is less than 10D feet, press 
the Control Slick to adjust the altitude (up is less altitude; down is more altitude). 



BOMB ROTATl ON A I RC Ft AFT A LTITU DE 

SWITCH S POT LIGH T SWITCH 


Just before the dam approach turn on the Bomb Rotation switch. When the 
bomb roaches maximum rotation (500 rpms], the distancing sights will appear 
on lhe Front Gunner's screen. These sights are used lo determine the distance 
tram the plane to the dam. Turning off the bomb rolalion switch frees the Front 
Gunner to man the twin 303s. 

When the iwe dam lowers are the same distance apart as the bomb-distancing 
sights, the dam is the correct distance away. If the speed and altitude factors 
arc also correct (see Dam Approach), release ihs bomb. To release the bomb; 
press the Left Side Button when the distancing sights are aligned with the dam 
towers. 


Navigata Press Keypad Button 5 and the Navigator's screen will 
appear, There are six maps which display mosi of Northern Europe. 
Each map is selected by moving the navigational cursor toward a map 
edge. Pressing the Control Slick in the selected direction (up. down. I ah, right) 
controls whom tho navigational cursor goes on the displayed map. As soon as 
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the boundary of one map is reached, the nexl map will be displayed. If there 
are no more maps to select, the navigational cursor moves to the map radge 
and then stops. 

The maps of Europe contain different colored symbols that represent the loca¬ 
tion and types of landmarks shown on the map. The symbols are classified as 
follows: 

* Green Circles - Military Installations 

* Green Aircraft = Military Airport 

* Blue Diamonds = Population Centers 

■ Blue Smokestacks - industrial Comp I axes 

The size of the symbol is an Indication ol the population density and size of 
the installation. Look over these maps carefully before setting your course. 


Oo*. 

Oo„ 


_ POPULATION 

MILITARY 

INSTALLATIONS 


_MILITARY AIRPORTS 

mill- _INDUSTRY 

^__ FREYA RADAR 


1----- 

WURZBURG HA PAR 

1 — 

__ _ _ DAMS 

0— 

NAVIGATIONAL 

-- CURSOR 

* 

LANCASTER’S 

■*' -- 
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PRESENT POSITION 


To view your present location In relation la the map on which you started the 
mission (Map 1 for the Squadron Leader Option; Map 2 for the Flight Lieuten¬ 
ant Option}, press the Left Side Button, 

On each map, you'll see two movable objects. One object indicates the plane’s 
current position. The other object shows the navigational cursor that is used 
to eel the compass heading. Pressing ths Control Stick controls where the 
navigational cursor goes on the current map. 

As you move the cursor around the screen, the heading will be reflected in the 
Pilot’s semen and indicated by the red directional mark on the top of the pilot’s 
compass. For example, if the cursor is directly above the position of the air¬ 
craft, the navigator's compass heading reads N (north}, 










Engineering: Press Keypad Buttons and the First Engineering screen 
will appear: press Keypad Bui tori 7 (Squadron l enriar option only) and 
the Second Engineering screen will appear. 

The engineer controls one or Iwo screens, depending on which option you're 
playing: Flight Lieutenant (one screen) or Squadron Leader (two scree ns | The 
first screen conlrols the engines. This screen is the same for both oplions. The 
second screen controls take off and rudder trim. 

The First Engineering screen displays four throttles, four booster controls, and 
four fire extinguishers. The booster gauges are the upper four dials. The tower 
four dials are the rpm gauges for the throttles. The lira extinguishers arc the 
upper rig ht set of knobs" A f i re in an engine is iod icated by a b I in ki ng rp m ga uge 
for (hat engine 

THROTTLE BOOSTER FIRE minimum 

GAUGES GAUGES EXTINGUISHERS 


MAXIMUM 


ROOSTER 

GAUGE 


WOO 


THROTTLE 
GAUGE (RFJY1) 


To select an instrument press the Control Stick left, rig hi. up or down. Under 
Ihe selected control, a black dot will appear. Press the Leh Side Button lo gain 
control of the instrument. With the Left Side Button held in. press Iho Control 
Slick up or down depending on what you want to do. Release the Left Side 
Button to release control of the instrument 
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All four throttles can be controlled at the same time as can the four boosters. 
To do this, choose the last booster or first throttle then press both Side Buttons 
at the same time. To get the last booster when entering the First Engineering 
screen, press the Control Stick left. Try using this maneuver during take olf. 

Tho upper-right section of the screen controls the fire extinguisher for each 
engine. Each fire extinguisher can be used only once. After putting out a fire, 
take care in restarting an engine os this may cause another fire to ignite. 

The th routes control the rpm on a specific engine, The boosters control the angle 
of the propeller blades in relation to the airstream near the propeller. For exam¬ 
ple, a large pilch lakes a larger bite of air. Setting a booster is similar to so loot¬ 
ing a gear in a oar's manual transmission. The speed of the plane can be set 
by any combination of booster/ throttle settings. Tho fastest airspeed is achiev¬ 
ed by combination of boost and maximum throttle. 

You can damage your engines by "revving” them too high and using Ihe throttle 
Without adjusting tho appropriate booster. Too much boost with a low throttle 
setting results in inefficient engines and low power; this reduces your airspeed. 
Watch the individual gauges when increaslng/decreaslng the booster and 
throttle. 



FLAP CONTROL LAND IMG GEAR RLJnDFfl TiRlM 

INDICATOR 


The Second Engineering screen shows the flap control indicator, landing gear 
and rudder trim, These inslruments are controlled in a similar manner to the 
First Engineering screen, 
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The larding gear control activates the hydraulic motor control that litis the gear. 
The rudder trim adjusts the direction of the aircralt to the left or right. Pressing 
the Control Stick up introduces a negative yaw fside-to-side motion} that turns 
the aircraft to the left; pressing the Control Slick down introduces a positive 
yaw that moves the plane to the right 

The flap switch turns the flaps on and off. The flaps are retractable extensions 
cl the plane's wing. When the f I tips are down, Iho wing area is larger and ns 
lift is increased. 


DAM APPROACH 


When making your bomb-run approach, three factors must be set 
exactly to skip iho bomb over the water 

* Speed; 232 mph * Altitude: 60 feet 
* Distance; 600 yards from the dam 

Have the plane make a long run down the lake so that all the factors can be 
set, Once the factory are set, keep checking them. 


Setting the Bomb Approach Factors 



AIRSPEED 


PILOT'S VIEW: AIRSPEED AND ALTIMETER FROM SCREEN 1 

* Spsed; Set the speed by adjusting the throttles, When the Airspeed Indicator 
blinks white, the 232 mph speed has been reached. It la advisable to set 
your speed well before the dam approach—perhaps over the English Chan¬ 
nel. Try towering the boosters until the throttle's dials start to move upi. Then 
increase the boosters to stabilize the throttle's .This should put you right on 
the money! 
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* A l tit Li cc; You don't have time to make mistakes, so try to get this right I he 
first time! Just before you reach the lake, press Keypad Button J to select 
the Bomb Aimer Screen Turn the Bomb Rotation and the Aircraft Altitude 
Spotlights on. When you're just over the lake, reduce your altitude to 100 
feet. Adjust the plane's altitude by pressing the Control Stick to move the 
spot light circles closer together until they lorn a figure eight. When that hap- 
pens, your attitude is 60 feet. Now grass. Keypad Button £ to switch immediate^ 
!y to the Front Gunner's screen. 


$tS£EN4: ALTFUDE ADJUSTMENT 



FKMIH SDUlTIQM AJfTCiMiFT ALTITUDE 

SWITCH SPOTLIGHT SWITCH 


* D i stan c e ; Wh an you are g oi ng down Ihe lake and are o n target tor the dam, 
the dam will appear on the horizon. Use the distancing sights on the Bomb 
Aimer's screen. When the dam's towers are aligned with the distancing 
sights, press the Lett Sido Button to release the bomb 

RESULTS OF BOMB RELEASE 

if the bomb i$ net released under the proper conditions, one of two things 

happens; 

■ It you come in loo last, loo low, or release ihe bomb too late, the bomb hits 
the crest ol the dam and skips into the valley beyond. 

-» If you come in too slow, loo high, or release the bomb loc soon, the bomb 
drops short ot the dam causing a harmless explosion in the water in front 
of the dam. 


ECHEcN t: DISTANCING 
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VICTORY! 



II the release of the bomb is within the acceptable limits described by B.N. Wallis 
(sod Mission Guido), the bomb skips across ttio wo tor above the torpedo nets 
hits the crest of the dam and sinks to (he a depth of 3Q feet. The hydrostatic 
pistols ignite, detonating Che bomb. and the diam is riestroyed 1, Ydu are promoted 
in rank and go on to the next, tougher round of play. 


STRATEGIES FOR 
A SUCCESSFUL MISSION 

When flying over enemy territory at night, follow these tips for a successful 
mission: 

* Flying at an altitude of over 900 feet gives night radar a target to took onto 
Keep monitoring your altimeter. 

■ Flying at an altitude of under 1O0 feet can cause you to crash into a ground 
object. 

* Knack out spotlights and flak installations by tinng at the base ol the light,. 

* Shoot down Me 109‘sor perform a corkscrew maneuver to avoid the planes. 
To perform the corkscrew maneuver: iDive loft, pull up and climb sharply, 
I her djve (rom left to right. 
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Keep switching between screens- For example, over enemy territory, switch 
back and forth between the Front and FI ear Gunner's screens. Keep check¬ 
ing (he Pilot and Navigator's screens to check your course. 

* Examine the map and plot a course around enemy Installations. 

* Keep chocking the Front and Rear Gunner's screens lor fighters, 

* Always respond to (he blinking intercom when it indicates that a gunner posi¬ 
tion is in trouble-even if this draws you away from another type of action. 

■ Alter putting out an engine fire, decrease the throttle in the matching engine 
on the opposite side of the plane. For example, if you Ve just put out a fire 
in Engine t, cul back on Engine 4, 

* Dodge ground, installation? such as spotlights and flak guns by hanking hard 
lelt or right. 

* Shoot barrage balloons using the front machine guns. 

* The cable cutlers on the piano's wings will cul Ihg barrage balloon's cables 
most cl the time before they snag on the wings. It is best to shoot them or 
avoid them. 

Always recheck your heading and position after trying to dodge night fighters 
or spotlights. 

SQUADRON LEADER OPTION 

After you’ve reviewed the Intelligence Report, pressing the Control Stick m any 
direction takes you lo the M^vigator^ Screen. Before take off. examine the maps 
to see which areas you want to avoid and which areas have chinks in their 
defenses Sat the compass heading using I he Navigator's Cursor for the first 
location you want to fly to. 
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90-DAY LIMITED WARRANTY 


Coleco warrants In the anginal consumer purchaser in the United S tales of America that the 
physical componoms of Ihls cartridge will &e free of detects in the material gad worfcmsnghip 
Ter 93 days; Irom ihe dale pi purchase ur.de; normal In-housa use. 

Cdleto'5 trole and exclusive liability For deFattS in maierial and wOrkmanship OF Che cartridge 
shall be limited to repair tw rapteesmervlat an authorized Col&co Seiv ice Co nler. ThLS warranty 
d&gs net obligate Colece te bear the coal of transportation charges inoannectiop wrlti the repair 
□r replacement ol dalettiva pans 

This warranty is invalid H ihe damage or dofiKt Is caused by accident, acl ol Qod. consjmer 
abuse, irnaulhohzfld alteration or repair, vandalism or misuse. 

Any Implied warranties arising out ol Ihs sale of the cartridge Including the Implied 
warrant lei of merchantability and Illness lor a psrllcular purpose ire limited to Ihe above 
BO day period. In no event shall Coleco be liable !a anyone for incidental, con sequential, 
conllngonl or any other da mages In connection with or erieing Out Ol the purchase Or 
use of the cartridge, Moreover, Coleco shall not be liable lor any claim of any kind what¬ 
soever by any other party against Ihe user of Ihe cartridge, 

This limited warranty dees not extend to the programs contained in the cartridge and the 
accompanying documantafion {tlitr "frog rams' Coleco does nol wairant tlwu Programs wii: 
be Free From error Or wi II meal the specific raqu iramOnls or expectations OF Che ca nsu mer The 
consumer assumes complete responsibly tor any decisions made or aoiiehs taken based upon 
inflorfnalion obtained usihg the Programs. Any statements made concerning the utility ol the 
Programs are nol to bp construud as express or implied warranties, 

Coleco makes no warranty,, either express or implied, Including any Implied warranties 
of merchantability and fitness lor a particular purpose. In connection with the Programs, 
and all Programs are made available solely on An. "as is" basis. 

In no event shell Coleco be liable to anyone for incidental, consequential, contingent or 
any other damages In oonneclionwilh or arising out of Ihe purchase or use of the Programs 
and the sole and exclusive liability, If any. of Coleco, regardless of Ihe form ol action, 
Shall net exceed Ihe purchase- price ol the cartridge. Moreover. Coleco shall nol bs liable 
fOf arty Claim Of any kind Whatsoever by any other party against the user oF the Programs 
This warranty grvas you specific legal rights, and you may have other rights which vary from 
State to Stele. Seme giates do not Billow Iho oie ustin or limitation of I notion ISi or conscqg on- 
hat damages or limitations ora hew long an implied warranty lasts, so the phone limitations or 
exclusions may not apply In you. 


IS 


SERVICE POLICY 


Please real your Owner's Manual carefully dalora using your canridga. H your cartridge f&ils 
to opfr.Hn properly, ptearte refer SO Ihe IrouUHrahtKiting cheddist irt ihnQpH rating Tips Manual. 
If you can nut correct Lha malfunction after consulting this manual, please call Customer Service 
an Codec's tpli-frae service hotline: 1-800^42*1335 rt&lionwrde, Tnig. service is in opera¬ 
tion Monday LhlOuQh Friday. 

If Customer Service advisee VPU td ralwm your cartridge. please return it potitaflO prepaid and 
insured, with your name, address, prnol of dip date ol purenase ano a prlef description at me 
prnh em to ihe Service Center you have been directed 1o return it to If your cartridge is Found 
to be laclory deleclive ouruig ihe Firsl days, It Will be repaired or replaced al no-cact 10 you 
H th e cartridge is round 10 Have twen consume r damaged or aD used and therefore not covered 
□y iba warranty. then you will be advraed. in advance, of repair coatt. 

If your cartridge requires service after expiration ol the 90 day Limited Warranty parted, please 
cell Coleco's lotl-lnae service Hotline for instructions on how ia proceed: 1-BOQ-042-122S 
nationwide. 

IMPORTANT: SAVE VQUR RECEIPTS SHOWING DATE OF PURCHASE, 
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